




Don't miss out on our ultra-cool collection 
official Atari Jaguar merchandise — 
featuring hats. T-shirts, tote bags and much morel 
For your free catalog, call 414-241-3313. 


Stu<lc? Frustrated? Need a Hint? 

U.S.A. Customer Help Hint Line 

1-900-737-ATAR1 (1-90O737-2827) 
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I nxlHont lUvim a nqund. 


U.K. Joguar Software Helpline 

0839-994460 
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ATARI INFO CONSOMMATEUR 

36.68.00.16(2, 19flAMINUrE) 


Read before using your Atari video entertainment system. 



WARNING to owners o* proieclion televisiont: 

Sou OKivres or mieges rnay taose eermarrem pHTturetubt damage or mark the ohowhor of the CRT 
Avord repeated or catendad use of video games ors large.ac*een proreriron talevtsiom 
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JAGUAR™ 64-Bit Interactive Multimedia System 
Game Manual 


Handling this Cartridge 

The Atari Jaguar Interactive Multimedia Cartridge is intended for 
use exclusively with the Atari Jaguar System. 

• Oo not bend it, crush it or submerge it in liquids. 

• Oo not leave It in direct sunlight or near a radiator or other 
source of heat. 

• Be sure to take an occasional recess during extended play to 
rest yourself. 
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COXTKiMS 


Getting Started 

What You Can Expect To See In Play 
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Saving Games 
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Resuming Saved Games 
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The Trainspotters Guide 


To The Enemy 
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Be The Fittest.... 
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1 Set up your Alan Jaguar as described in Its instruction manual. Plug In Control Pad 1. 

Note that Cannon Fodder is for one player only. 

J. Ensure the Power Switch Is set to OFF. insert the Cannon Fodder Cartridge, Its label 
facing towards you. Into the Jaguar and press it down firmly. 
y Push the Power Switch to ON. After a few seconds, the Cannon Fodder music will 
begin to play. When the Title Screen is shown you are ready to play Cannon Fodderl 

IMPORTANTI If the music does not begin to play, push the Power Switch to OFF. Ensure 
your Jaguar is set up correctly and the Cehhon Fodder Cartridge is properly inserted 
Then push the Power Switch to ON again. Always ensure the Power Switch is set to OFF 
before inserting or removing the Cannon Fodder Cartridge 



PLIYINO CANXOK 

TAKK COM KOI.: 



JAGUAR CONTROL I 
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You do not direoly control troopers but instead determine their behaviour thanks to a 
remarkable Interfacing technique involving a Control Pad, a pointer, and a troop 
leader Troopers will only follow their leader but can be encouraged to run around in 
circles, shoot anything that moves, throw grenades, shoot baaookas, drive Tan>, lly 
Choppas, split up and do their own thing, and die 

All troopers start their miserable military lives as Prwates. Their ranks increase for every 
phase they somehow survive, but their promolion only happens when the mission is 
complete. After every three missions, the raw recruiU are higher in rank simply because 
they have already received eflra battle training. The rank of the troop leader is shown 
above his head. Just so you know who's in charge. 


Note that the bullets fired by your troopers are clever They will not kill a fellow troop- 
er - unless he is wounded and squirming around on the ground in agony- However, it 
must also be noted that all other weaponry kills everyone, regardless of what side they 


rni- STATUS ViVMll 

It does more than inform . 

THE TROOP’S LOGO Shows the logo of 
the troop. There can be a maximum of 
three different troops - see Form A New 
Troop (Or Two) on page S. 

GRENADES Shows whether or not the troop | 
has any grenades and, if so, how many. At first | 
the troop has no grenades. Eirtra grenades ar 
found in boxes of four - just like the one shown 
here. Pick them up - and be careful not to blow them up. Note that, in the Interests of 
public safety, from the phase entitled Pier Pressure' onwards, each trooper Is given 
two grenades - free of charge. 



'Itg BAZOOKAS Not to be confused with the crude tromborse-iike musical 

instruments of the same name - or, Indeed, bazoomas, wrtiich are something 
else entirely • these bazookas are weapons of war This symbol shows 
whether or not the troop has any bazookas and, if so. how many. At first the 
troop has no bazookas but a keen eye will soon spot the barrels - just like the one 
shown here - (n which four bazookas are stored. Pick them up - and be careful not to 
blow them up, Note that, in the interests of public safety, from the phase entitled 'My 
Beautiful Skidoo' onwards, each trooper is given a free bazooka, 


TROOP STATUS Shows whether the troop Is on foot or in a vehicle. This box is 
highlighted when the troop is active, 

TROOP TROOPERS The names of the troopers in the troop are shown along with their 
ranks, in order of importance, with the leader at the top. 
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(the names w^ll be highlighted). Notice that the troop's iogo has split In two. 

• Select the troop’s logo to form a new troop with the troopers whose names were 
highlighted. 

• Select a troop logo then press the Option Button to resume play In control of the 

Note that new troops may be formed irtside a vehicle, but only the highlighted troop 
will e«it the vehicle. 

• As a shortcut, you tan use the 1 2 and 3 keys on the control pad to select between 


SIIAlin AM) SIIAKH AMKI- 

Hold on • who takes all the grenades and bazookas when a troop splits? It's up to you 
to decide. Notice chat when you split a troop, any grenades and bazookas are outlined. 
By selecting the grenades or bazookas, the outline changes to reflect the quantity of 

• The solid outline represents all the weapons 

• No outline represents none of the weapons. 


KI'«KOIJPI^'<i I'HOOFS 

To bring separate troops together simply walk them into each other whereupoi' the 
troopers will automatically regroup as a single troop. 


A MISSION KI•MI^'I)^K 

Select the map at the bottom of the Status Panel for an overview of the area and the 
active troop's position (indicated by a big red cross). Note that enemy troops are not 
shown on this map • it'd spoil the surprise. 



The iknis Bare than |ust ga 
avarriaw of tha area 


• Press any Button to return to play. 


MISSION' COMPLiri'H 

Vou did it - you saved the day. And you can save your state of play, too ... 

SAVING GAMPS 

At the end of every mission you are returned to Boot Hill to admire the view. See that 
little picture in The top right-hand corner of Boot Hill? Yeah, the one marked SAVE; 
move the pointer to it. 

• Press the C Button to select SAVE and call up a special Save Screen. 

• Select the EXIT option to return to Boot Hill 

RESUMING SAVED GAMES 

See that little picture in the top left-hand corner of Boot Hill? Yeah, the one marked 
LOAD; move the pointer to it. 

• Press the C Button to select LOAD and call up a special Load Screen. 

• Select the EXIT option to return to Bool Hill. 

liOMI II'! 

If you need to halt your assault .. 

• Press the Pause Button to freeze the action. 

• Press the Pause Button when the action Is frozen to resume play. 


I IIV 

So you screwed up? Never mind, surrersder and try again. But waitl Whiat if you have 
some remaifiing troopers but, say, not enough grenades or inclination to continue and 
you want to try again? 

• Select the White Flag on the Status Panel and press the C Button twice quiclcly to 
surrender. Your surviving troopers will be available to replay the phase. 

iih;ii sroitixts 

When a trooper dispatches an enemy, one point is added to hit personal score. Note 
that all grenades, bazookas and vehicle weapons are activated by the troop leader, so 
he gets all the credit (and points, of course). When a trooper dies, his performance is 
not forgotten - unless he didn't score enough points to register with the High Scoring 
Heroes Bureau (who manage the High Scoring Heroes Table). 

K.\OW Yoril MISSIOX I'KOrillsS 

Those seven primary objectives are revealed In full ... 

KILL ALL ENEMY Including troopers, enemy BigGunz, vehicles, buildings - and 

DESTROY ENEMY BUILDINGS Ail those buildings with doors from which the 
enemy emerge 

DESTROY ENEMY FACTORY Or Computer even. 

RESCUE ALL HOSTAGES Return up to four hostages to safety Free a hostage by 

shooting his (or her) captor, then take the trooper (or troop) up to the hostage to 
'tag' him (or her). The hostage will follow the trooper (or troop) to the nearest 
friendly MASH outpost • so take him (or her] there as oulckly as possible. 

KIDNAP ENEMY LEADER This cunning fellow is dressed to look like a hostage, but 
he's not. Don't be angry and kill him - take him to the nearest allied outpost. 
PROTECT ALL CIVILIANS Whatever happens, don't let any civilians die 
GET CIVILIANS HOME Innocent civilians are caged like wild animals. Destroy their 
barricade to free them then ensure that they make It home alive 

h.XOH YOl'K IKItIUlX 

There are five different dimes to conquer in Cannon Fodder - and here's the lowhjown 
on all of Iftem... 


THE JUNGLE 

Look out for the following: 

TREES And plants for that matter. They aren't just here 
for decoration • they also provide muchmeeded cc 
exposed troopers. Note that you can blow up sc 
(and plants). 

QUICKSAND Or 'sucky sucky' as it's known. Every time w 
put up warning signs they disappeared, so beware. 

WATER It's either shallow or deep. Troopers cannot us 
their weapons when they are in deep water - because they need to swim across it 
BIRDS You can't shoot them down - or can you? If rot why not? Otherwise, why ar 
they here? Or are they simply red herrings? 





IGLOOS Packed with EsI 
SNOWMEN They often I 






SUPA DUPA TROOPER BOOSTA Excellent value • It gives the trooper a Missile Boosta, 
Bullet-Proot-Vesta Boosta AND a Ranka Boosta' 

SUPA DUPA TROOP BOOSTA Incredible - it gives the whole troop a Trooper Boosta! 

liXim VOIll HAXKS 
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nv. Till' Firn^sr 

And survive with the following handy hints: 

• Don't wait until you see the whites of their eyes - shoot them before they shoot you. 

m * Look out for secret hidden zones where special equipment may be found. 

• Please don’t leave the screaming wourrded to die. Bite the bullet so to speak, and 
do the decent thing; finish them off. 

• Wise men say that fools rush in where angels fear to tread, so look before you leap, 
so to speak, because the grass is not always greener on the other side of the hill. 

• Watch out for mines and mantraps • they make a terrible mess. 

• This one'll kill ya ... When you have shot a man and he's lying there, dead, shoot him 
some more to make him jump around like a bunny. 

■ Remember: troopers cannot use their weapons when swimming through deep 
water. Note that troopers also move slower through water, so make sure Uiere are 
no enemy troopers in range before getting wet. 

• Troopers always walk in a straight line, so remember to steer them around any 
obstructions such as trees. 

• Only when a building Is destroyed will the enemy troopers stop piling out of it. 

* Shooting explosives is not wise - cry to pick them up instead. 

• You may think the mission is over, but it isn't until you are cold It's complete, so 
scour the area for hidden enemy troopers {try strafing suspicious looking bushes!). 

• And on a more serious note: don't try this at home, kids, because real war is not a 
game: real war, as Canrton Fodder demonstrates In its own quirky little way, is a 
senseless waste of human resources and lives. We hope that you never have to find 
out the hard way. 
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